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NOTE: Compatible only in Digital and Analog mode 
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entire world by blowing up a daycare i 
bystanders. 


In the recent past, governments have declared war on terrorist 
organizations and their leaders. However, cruise missile attacks and 
other conventional military means have proved largely unsuccessful. 
Instead, a top-secret organization by the name of RAINBOW was 
created to deal with unconventional threats with unconventional 
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NOTE: All controls stated in this manual assume you are using a digital controller. II 
you are using the OUALSHOCK " analog controller, make sure you disable the analog 
button prior to following these instructions Otherwise, you may need to consult the 
Controller Conflg section of the Options menu for specific button information. 


Navigating the Mem 

To move from one menu item to the next, use the up and down Directional Buttons. To select 
a menu item, press the X button. 

Starting a New Bam 

There are two methods you can use to start a new game. First, from the main menu, select 
Quick Start using the X button. Quick Start puts you at the execute screen. |ust before you 
enter the mission after the last successfully completed mission from your current campaign. 
See Ihe Main Menu section for more information on using the Quick Start option. 

The second method for starting a game is through the Campaign menu item, k campaign is a 
series of missions that you undertake in order. Rogue Spear has 18 missions 1 all. Using this 
method, you go to the campaign selections screen where you have the option ft continue a 
game saved on a memory card or create a new campaign. If you are not using a memory card 
or if your memory card does not have a Rogue Spear campaign saved on it. then you may 
enter the password achieved from the last successful mission to continue your campaign. See 
Campaign in the Main Menu section of this manual for more detail. 

Starting a Mm Same 

To quickly begin a multiplayer game, make sure you have 
more than one controller connected to the PlayStation 5 
game console. Once you start the game, select Multiplayer 
from the Main Menu using the X button. From the next 
screen, select the level you wish to play, the game and team 

screen from this screen. After making your selection, 
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highlight Start and press the X button. For more detail on ■ 
playing Multiplayer Rogue Spear, go the Multiplayer section H 
of this manual. 

Quick Start 

Use this menu item to quickly return to the action. This f 
item allows you to bypass the planning phase and jump 
directly into the Execute screen, using all default settings. I 

Campaign — 

This menu item allows you to begin a single player game. After 
selecting this item, you go to a selection screen with the following 
options: 


MEaine 

If you have a Memory Card: 

This item restores your previously saved campaign from a memory 
card. Remember - you only can save one campaign on a memory card 
at a time. For best results, please use only Sony PlayStation-' brand 
memory cards. 
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Hunt 

In this game type, there are two ways to score a point. One way is 
to find the hostage before your opponent does, then quickly 
escort the hostage back to your insertion zone. The other way is 
to neutralize your opponent without harming the hostage. 

IIFIsurt 

In this game type, one team must safely lead the VIP to the 
extraction point, signified by a square in your radar while the 
other team tries to take out the VIP or the escort team. As the VIP 
Escort team, you score a point for each successful VIP escape. As 
the adversarial team, you score a point for spoiling the escape. 

TIP: When starting on the escort team, the VIP is the one kneeling 
close to you. It is a good idea to lead the VIP to a safe location 
before searching either the opposing team or the extraction zone. 

AssissiMtw: 

This is a game where both teams have a hostage that they need to 
protect. It is a good idea in this game type to first make sure your 
hostage is in a safe place before hunting down the other team's 
hostage. 

After selecting the game type, select the desired team member type. 
There are five different team members to choose from. These are: 

Hssialt: 

Assault members' reticule closes much faster than any other 
character type. 

This member's kit includes: Assault rifle, 6 Flashbangs, 6 
Grenades, and a Pistol. 
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Bmlitiu: 

This member type carries more ammo as tor ail weapons and 

The Demolition kit includes: 12 Gauge Shotgun, 9 Flash bangs, 

9 Grenades, and a Pistol. 

lleelruics: 

Electronics specialists cannot be seen on radar. 

This member’s kit includes: 9mm SMG. 6 Flashbangs, 

6 Grenades, and a Pistol. 

Rem: 

The Recon specialist moves taster than all other team types. 

' The Recon kit includes: Automatic machine gun, 

6 Flashbangs, 6 Grenades, and a 9mm Pistol SD. 

Sniper: 

The Sniper's scopes target auto locks. 

His kit includes: 0.50am Rifle. 6 Flashbangs. 6 Grenades, and a 
9mm Pistol SD. 

For more detail on team types, go to the Campaign team types section 
of this manual. 

In each game type, the number in the lower left of each screen shows 
each player's score. The game does not pre-set a scoring limit or goal, 
so you should agree on a number with your opponent before playing. 



Vibration 

If you have a DUAtSHOCK™ analog Controller, turning this setting on 
allows you to feel the recoil of your weapon, the impact of getting 
shot, and other events throughout the game. 

View Soap 

When on, this feature returns the reticule to the center as the analog 
stick returns to center. With this option off, you are in total control of 
when and how your reticule moves at all times. Digital controllers are 
not affected by this option. 


This sets the depiction of blood in the game. By default, this setting is 
turned off. When turned on, a small, animated blood effect appears 
when a terrorist gets shot. 

Mo target 

This item toggles the computer controlled targeting. When this item is 
on, your reticule moves to the head of the nearest enemy. When 
disabled, you must manually focus the reticule on your target. 

Stereo Souod 

For televisions with multiple or stereo speakers, turn this option on for 
better sound. 

Volume slitters 

These sliders control the volume of each heading. To increase the 
volume, slide the control to the right. To decrease volume, slide the 
control to the left. 
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This affects the volume of sound effects such as gunshots, radio 
Chatter, etc. 

MM Sound 

This affects volume of the background sound of an area. 

Music 

This affects the volume of the music in the game. 

Controller Configuration 


is the following options: 


load Options 

Loads all options that are on the memory card. 
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Planning Phase 

With each mission, you must first review the 
mission, select and equip your teams, and plan your 
attack. This takes place in the planning phase. Press 
the A button to access the menu, then use the 
directional and X buttons to select the planning 
screen you wish to see. Choose from the following 
screens: 


Intel is the source of all the incoming 
intelligence that pertains to your missions. 



Team contains your pool of Rainbow operatives. There are five 
different categories of team members: Assault, Demolition, 
Electronics, Recon, and Sniper. Each member type has its own 
specialties. 

Issamt: 

Assault Specialists are often proficient in the use of firearms and 
trained in the general skills of hostage rescue. An operative's skill 
level determines the size of the targeting reticule for all firearms. 

Low accuracy means a large targeting reticule that never gets very 
small even under optimum player movement, while high accuracy 
dictates the targeting reticule is smaller regardless of other 
factors. An ideal reticule for the best accuracy is one where the 
lines of the reticule meet in the center to form a plus sign, also 
known as a crosshair. 


A 
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Determines the speed with which a character places a demolition 
charge. The less skilled the player is in demolition tactics, the 
longer it takes to place the charge. 

Sniper: 

Sniper Specialists are good with long-range weapons. The sniper 
reticule settles quicker and stays on target. In contrast, a non¬ 
sniper will take longer to get the gun settled on target and have a 
harder time keeping the target locked. 

Hem: 

Recon Specialists excel at quietly moving around the mission area 
. ' and scouting out the enemy's location. The Recon operative runs 

a little taster than a normal team member. 

llulmia: 

Electronics Specialists are great lor getting through security 
systems or accessing computer terminals. This determines the 
speed with which a character manipulates electronics, such as 
placing bugs, video splicing, or bypassing security systems. A low 
electronics skill means it takes the character longer to accomplish 
these tasks while a high skill level requires less time. 

mi 

Kit is where you assign all your gear, such as primary and secondary 
weapons, uniforms, and other devices. 

Plan 

Planning for the PlayStation is going to be a little confusing at first. 

But once you get the hang of it, you will have ultimate power over 
making a foolproof plan. 

-fio> 
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When Planning first comes on you hear John Clark give a walkthrough of the current 
mission and the special needs for the mission. Then he sets you loose to save the world. 

First, let's start Navigating around the mission Blue Print. 

Plmim Hiiiiitim 

There are 2 modes of Navigation. These are: 

am 

Holding down L2 button makes the directional buttons PAN £r, and 0. 
Holding L2 button also makes R2 button Zoom out and R1 button Zoom in. 

am 

Holding down L2 button makes the directional buttons Rotate «=,=>, fr. and 
0. Holding L2 button makes R2 button Zoom out and R1 button Zoom in. 

Now let's create a path for your teams. 

Creating a Path tor your team 

Planning is where you set the paths for your team members. The first thing to 
remember with planning is that there are two ways to create your path. These are: 

is allows 
Rooms 



You can effectively plan a mission in 3 button presses with Task Navigation. Task 
Navigation sets your path for you. by allowing you to select which objective you 
wish to complete first. To do this, press the R1 button. You then see all of the 

engine will set the path to your objective. 
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)m Go-Codes to 
>ly press R 2 
al pad to select 
i Action on the 
the path to the 


Hclions 

b u tton S a n d 9 Il I p olsi bl ^Ac tl s Tp pei ^ uTe 'the 
a desired action and press the X button. This places th 

Placing Moos: 

MHnloiims 

• Objective: the objective icon is for all objectives in a mission 

• Hostage: this^lcon shows where the hostages are locate 

• Insertion zone: this icon isto show the entry point of the mission 

• Extraction zone: this icon Is to show the exit point of the mission 


• Disarm: This will deactivate a bomb or any electrical devise 

• Bomb: Places bomb in location 
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• Bug: Places Bug or Camera in location 

• Snipe: Sets the view arc for sniper 

• Go-Codes: Team will v/ait till you set a go-code in the In-game 


• Alpha 


□ 

□ 

0 

0 


RECON: There is also an option to review the plan that you have set or 
review the default plan. To do this, press the Select Button. This 
displays all the Recon options. 

If you need help press the START button to see the Help Menu. 

From then on you follow the plan laid out. 

Good Luck. 
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This phase is where you complete the objectives outlined in the planning phase. The Action Phase 
screen consists of a reticule in the center ol the screen and the Heads Up Display at the lower right 
corner of the screen. 

TIP: The reticule is most accurate when all four crosshairs are as close to the center of the circle as 
possible. Movement and skill can affect the reticule size and speed. 

Cmw/iij Mr limtin 

To maneuver your operatives, use the directional buttons to turn left and right, and move forward 
and backward. The A button changes weapons and the □ button changes magazines of the 
currently selected weapon. The O button also opens doors, climbs ladders, plants bugs, and 
performs any action throughout the game. 

Your operative is either in Run Mode or Walk Mode (Run is default). You switch modes by holding 
down SELECT and pressing the X button. 

LI and R1 buttons move the operative left or right while maintaining a forward view. This is called 
strafing and is very important in keeping a straight shot while making yourself harder to hit. Use L2 
and R2 buttons to look down and up, respectively. 

You can access all other functions from the In-Game Menu, accessible by pressing START. 

NOTE - Certain sniper rifles allow you to zoom in considerably more than the average weapons. To 
zoom in/out hold down SELECT and press the A button. 

In-Game Menu 

By pressing START in the action phase, you open the In-Gama 
Menu. This menu states the current objective at the top. follow 
by a cross of four different options. These are: 

Plan 

This item allows you to change your teams' plan routes 
the middle of the action phase. 

EoEoie 

, This allows you to activate Go-Codes, which allows you to control when a team should engage 
- 20 -t- the enemy. 
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This item allows you to select which team you would like to control. 

Restart 

Selecting this item restarts the mission at the insertion zone. 

You can also press SELECT to select Exit Level and end the current Mission, or press START again to 
select Resume and return to the current game. 
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Standard 9mm Sub-machine gun with a 30 round magazine. 

9m SHE SB 

detachable silencer. This weapon is quieter than the 

out nas less power. 

Eul-dm 9m SHE 

This variant ot the 9mm SMG has a shorter barrel and an adjusted tiring mechanism than its 
standard-issue counterpart. The result is a SMG that tires taster than the standard SMG, but is 
less accurate. It too comes with a 30 round magazine. 

she sb ana 

This variant on the standard 9mm SMG has a non-detachable silencer integral to the weapon's 
barrel. This weapon is even quieter than the Silenced 9mm SMG. but sutlers trom a slight 
reduction in power. 

IBmSMS 

This is another variant of the 9mm SMG. This time, the gun has been re-tooled to accept a 10mm 
round that is more powerful and is more likely to penetrate body armor. The trade-off is a slightly 
lower magazine capacity. 

IBmSHESB 

This is the standard 10mm SMG. equipped with a detachable silencer. This makes each shot 
quieter, but sacrifices some power. 
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MS SMB 

The 0.45 SMG fires a round slightly more powerful than the 10mm SMG, but it too sacrifices ammo 
capacity for the larger round. This weapon is less likely to penetrate body armor than the 10mm, but 
is more lethal against unarmored targets. 

MS SMB SB 

This variant of the 0.45 SMG is equipped with a detachable silencer. This reduces the noise 
produced by each shot, but sacrifices some power from the round. 

Barline 

This variant of the military carbine differs In a slightly shorter barrel, making it less accurate at 
ranges, but slightly more controllable in tight spaces. 

Mililar/ Barline 

Standard 5.56mm assault carbine. Its shorter barrel makes the carbine quicker to bring to bear on a 
target, but causes a reduced accuracy at longer ranges when compared with an Assault rifle. The 
Military Assault Carbine is capable of fully automatic fire. 

lHmHssnltm-{l.8IuHl 

Standard 7.62mm assault rifle. Like the 5.56 mm assault rifle, this weapon can be fired in semi¬ 
automatic, or fully automatic modes. The increased power of the round is offset by a smaller ammo 
capacity. 

Mnlern S.SB tm Issault Hint - IMaiern Ml 

This variant of the 5.56mm assault rifle has a modified trigger group, and the fully automatic mode 
has been replaced with a 3-round burst. This allows greater control of the weapon, while still 
allowing multiple-round fire. 
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Mimed 5.58 mm Assault dills - UK ABVJ 

Polymers in the frame of this weapon result in a light, easy to manage assault rifle. The offset to 
the lightness of the weapon is a slightly increased recoil effect when the weapon is fired in fully 
automatic mode. In addition, the scope on this weapon allows for more accurate shots at longer 
ranges. 

Special forces Assault Kills - ISf AKI 

This bullpup design 5.56mm assault rifle has the magazine positioned behind the trigger group. 
This means that a shorter weapon can be more accurate, as the overall barrel length is larger. The 
result is an assault rifle that is slightly less accurate at longer ranges, but is very easy to control 
when firing or in motion. 

Automatic Kills 

This 7.62mm rifle comes with a fully automatic trigger group. It's heavy weight helps to make it 
more stable when firing in this mode. 

0.50 Anti-Materiel Kills -10.50 AM Killel 

This weapon has a slightly higher rate of fire than the 0.50 sniper rifle, but is not quite as accurate 
at ranges. It is still an ideal weapon for disabling vehicles. 

Sniper Kills 

Standard 7.62 mm sniper rifle. The scope on this weapon, in addition to its barrel-length, makes it 
ideal for long-range shots. However, this weapon is not easy to maneuver, and is not a desirable 
choice for close-combat situations. 

Bullpup Sniper Kills 

This bullpup configuration sniper rifle allows for a shorter overall weapon length. Although not as 
accurate as the Sniper Rifle, this weapon is easier to maneuver and bring to bear on a target 
making it a better choice for a situation where quick bursts of multiple shots are necessary. 
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12 go. Shotgun 

Whether used for door breaching or highly lethal close quarters combat, a good tactical shotgun is 
an essential part of all anti-terrorist teams. This particular model is a standard issue 12 gauge 
shotgun. 

hulo Shotgun 

This is a fully automatic combat shotgun capable of emptying its clip in just a few seconds. This 
makes it ideal for quickly clearing a room of all hostiles. 

Secondary Weapons 

9mm Pistol 

This is a standard issue 9mm pistol. Its primary advantage is low recoil and a large magazine 
compared to the bulkier .45. 

Silenced 9mm Pistol-lama Pistil SOI 

Standard 9mm Pistol equipped with a detachable silencer that reduces the noise of each shot 
fired, but also reduces the power of the round. This is a favorite pistol for RAINBOW’S recon 
specialists. 

0.10 Pistol 

Standard 0.40 cal pistol This round has slightly greater power than the 9mm round. The increased 

power results in a slightly lower ammo capacity, and less accuracy than the 9mm pistol. This ‘ n 
pistol is a favorite among those desiring a balance between size and firepower. 
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Silence! MB Pistil-10.11 Pistil Sll 

Standard 0.40 cal pistol equipped with a detachable silencer that reduces the noise ot each shot 
tired, but also reduces the power of the round. 

0.4S Pistol 

Standard 0.45 cal pistol. This weapon has even greater power than the 0.40 cal pistol, but suffers 
from a slightly lower ammunition capacity 

Silence! 0.45 Pistol-10.15 Pistil SOI 

Standard 0.45 cal pistol equipped with a screw-on silencer that reduces the noise ol each shot 
fired, but also reduces the power ot the round. This is an essential secondary weapon of any 
RAINBOW mission requiring both firepower and discretion. 

0.50 Pistol 

This pistol is capable of firing a 0.50 cal round. This round is less powerful than the sniper rifle 
round, but is still a very powerful round. This pistol has the lowest capacity of$l the pistols, and 
is the least accurate, but this is made up for by the power ol the round. ' 

0.35/PiSlOl 

This pistol fires the 0.357 magnum round. This round boasts more power than the 9mm, and is 
more accurate than the 0.40 cal. The volume of each shot offsets this power ant accuracy, as this 
round is quite loud. 
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This class consists ot a Level II waist-length tactical vest and a Kevlar"* Helmet, soft-sole 
boots, Nomex'” balaclava, and Nomex"7Kevlar rv gloves. The vest is capable ot stopping 
pistol fire, and some submachine gun fire as well. 

toy 

This class consists of Level III body armor extending to the groin and is capable of stopp 
but the most high-powered of rifle rounds. This is the preferred uniform of demolitions e 
as the faceplate on the Kevlar 1 " helmet offers excellent protection from flying debris. The 
Camo and Woods heavy uniforms do not include the helmet with faceplate and the body 
extends only to the waist since these uniforms are mainly used on outdoor missions 


Arctic 

This all-white uniform is great for missions in the snow. 
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Desert 

This desert camo uniform is used for desert operations and is issued to 
RAINBOW operatives for desert type operations. 

DM 

This black uniform is perfect for nighttime missions. 

lure 

An excellent uniform choice for those operating in mixed forest environments. 

it uses a European woods camouflage pattern. 

Street 

This street camo uniform is RAINBOW'S alternative choice for urban assaults 
operations. 

mail 

This uniform is used for operations in forests and rural areas. Usually used ini 
European and North American operations. The woodland uniforms are a 
personal favorite of Santiago Arnavisca. 
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